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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ' HARDWARE 
SYSTEM I, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


iik WARNING - Seizures] 

* Some people (about 1 in 4000) may have secures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even it they have never had a seizure before, 

p Anyone who has had a seizure, loss o! awareness, or other symptom (inked 
to an epileptic condition should consult a doctor before playing a video game, 

* Parents should watch when meir children play video games. Stop playsng 
and consult a doctor il you or your child have any oi the following symptoms: 

Convulsion 3 Eye or muscle (witching Loss of awnrenesa 

Altered vision Involuntary movements * DisofienlJllon 

To reduce the likelihood of a seizure when playing video games: 

1, Sit or stand as tar from the screen as possible, 

2, Play video games on the smallest avails We television screen, 

3, Do not play if you are tired or need sleep. 

4, Play in a well lit room. 

5, Take a to SO 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
funnel syndrome r skm irritation or eyestrain: 

- Avoid excessive play. Et is recommended that parents monitor their children for 
appropriate play, 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

► It your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before pJaying: again. 

If you continue to have sore hands, wrists, arms or eyes during or after play. Stop 
paying and see a doctor. 


A WARNING - Electric Shock 

To avoid electric shock when you use this system; 


* Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

* Use only the AC adapter that comes with your system 

* Do noi use the AC adapter if it has damaged, split or broken cords or wires, 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect ail plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo Game Cube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feet better. 

| ACAUTION - Laser Device 

The Nintendo Game Cube is a Class i laser product. Do not attempt to 
disassemble the Nintendo GameCube, Refer servicing to qualified personnel only. 

Caution ■ Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radial ion exposure. 


CONTROLLER NEUTRAL POSITION RESET 


it the L or R Burtons are pressed or the Control Shck oi C Stick are moved out of 
neutral position when the power is turned ON. these positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the coni roller, release all buttons and 
sticks to allow them to return to the correct 
neutrat position, then hokJ down the X, Y and 
START-PAUSE Buttons simultaneously tor. 3 
seconds. 



















1 he official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying video 
game systems, accessories, games 
and related products. 

Nintendo doflj no' Sicense the srIa nr use nf products without the 0*fici al N inc 


Official 


comefiTS 


THIS GAME SUPPORTS 
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Copying of any vida© gosae fur gny Nintendo 
system is i Iks gal and I:-. strictly prohibited by 
domestic and lnt8rnational intaUectual property 
Igyis. ”0ach-up" or "grchivg3" cgpisis gig nof t wp 
csudioftzed and Ore not necessary te protect you ■ 
software. Violators will be prosecuted. 

TniE video gome is not designed cor uso wilh any 
ung jlhorlzeo copying device or any unlicensed 
qccessoiy. Use of gnu such device w I finvalijtbfe 
your Nintendo product werranty, Nintendo Fara/er 
ony Nmtertdg I i censse or drstribu :c-. r ) i % not V 
TBSpattSfbile For my carnage or loss caused tytfifc 
use of ^ny >'-r< t device. If use of such device causes 
your, gome: to stop operating, disconnect "ho device 
carefully to ovoid dorroge and resume n.grmgl gems 
plou. tf your game ceases to operate end you ha ye.’ 
no cfiv.ce attached to Ft, please contdtf the gc-me '. 
publisher's Technical Supoort' or "Customer Service 1 !, 
dap aranen t. 

TTrfi contents of Shit notice do not interfere with 
yo..r statutory fights. 

This haok.ot and other printed materials. s \,‘" 

QccdiYiocinyir.'-j this garriB ore protected by domestic 
and interrKlftfq^Oil InteSectuoF property lows. 


THIS GAME REQUIRES A 
MEMORY CARO FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS, 
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CARTOON 

VIOLENCE 


Uisit IRega man at 
ummi.capcom.com/megaman 

Register ontine at 
mumi.capcom.com 


Nintendo' 
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mClin Hlenu 

Press JTART/PAUSE at the 
Title Screen to open the 
i Main menu. Select one of its 
i three doors. {Use the Menu 
\ Controls here and for all 
3 menus In the game.) 


menu Control/ 

Z) Use the Control Stick or Control Pod to select 
O Press the ft Button to confirm. 

Z> Press the ft Button to cancel, 


GETTIAG STARTED 


Selline Up 

1. make sure the POWER Button is OFF 
on your ilintendo GameCube™. 

2. insert the fflega Rian® Anniversary 
Collection ilintendo GameCuhe"’ Game Disc 
as described ini the instruction manual. 


3. Insert the nintendo GameCube™ Controller 
into Controller Socket 1. 


4 . 

5 . 


To saue games, insert a nintendo GameCube"" 
memory Card into memory Card Slot fl. 

Press the POWER Button Oil. The Title Screen 
will appear. 

Important: make sure not to touch the Control 
Stick while doing so. 



Doer I: Start 


3 load Game - Rny time you clear a stage, your game 
is saoed automatically to the memory Card in memory 
Card Slot R. Select this option to load your saved game. 
(Just be sure the memory Card is still inserted 
in memory Card Slot ft.) 

Tip: See page 18 for more information on sauing. 


Door Option/ 

Set the game up your way. 


3 found Option/ - How loud would you like the game's 
music and SFX? Set it here. 


3 Gomoplay Option/: 

Aovl mode On/Off - Turn this On for in-game hints 
(mega men I - 6 only). 

Difficulty - Ea/y is for beginners, normal Is for 
everyone else [fflega Alan I - 7 only). 

Starting live/ - Give yourself J tioes [just like in the 
original Alcga man games] or 5 lives to clear a level. 


Door 5: Secret/ 

Clearing games unlocks unseen game features. 
Select the Secret/ door to see the bidden prizes 
Cue earned. 


Start a game by selecting one of these options: 

3 Aeui Game - Play any game from mega man I 
to mega man 8. Enter the Game Room and select 
any game to start It from the beginning. On the game's 
Title Screen, select Stort. 




















COATROIS 

Z Button 


STflRT/PflUSE - --- * Open/CioseSub-Screen 



V Button 


T Slid€ (fTI?C|Ci Ittckn 
* - o only] 

-0 Button 


t Confirm 


* Scroll through mission 
screens in some games 


t Buiofire [Meg* man 
i - 6 only] 


- X Button 



Hold down to charge 
your weapon, and 
release to fire (fltega 
man 4 - b only) 


Control Stick 
or Control Pod 


ACTION 


IfSS 

ili 

' 


fflove fllego fllon 

w Press the Control Stick or Control Pod filial"*. 

Hide 

3 Tap the X Button to Slide [Rlega Alan } - 6 unit)]. 

3 Press the R Button + -I to slide (all games]. 

lump 

O Press the i Button to jump up. Jump while mouing 
the Control f tick of Control Pod to reach ledges 
to the left and right. 


fire 


3 Press the 0 Button to fire your weapon. Vou can fire 
and jump at the same time. 



3 Hold down the fl Button to charge up your weapon. 

QJhen you release the button, you get a bigger blast 
, that does more damage (mega man fl - 8 only], 

•••. 3 Wold down the Y Button to autofire 
Bp [fflega fflan 1 - 6 only). 


ladder Climb 

3 Jump to grab onto 
a ladder. 

3 Press t or 4-to 
Jjjs climb up and down 
But adders. 

3 Jump to dismount 
before reaching the 
bottom of the ladder. 





















Game SCREEDS 


Current Weapon ft Energy Level 


Obtain another weapon Lu switch 


Decreases as 
Mega Man 
takes hits 


Weapon 

Capsule 


Restores energy 
of y o L< ip current 
weapon 


Restores Mega Man's energy 

JUlMCRECft 

Press the I Button to open the 5ub-fc*cen tube re you Cdn chec 
your game status* In-game hints [page 7] also appear on this 
screen. Select (tout to cycle through the pages* The game pauses 
as long as the Sub-Screen Is open* 


Stored Energy 
Tanks 

NEXT Button 


Weapon 

Icon 


■ Weapon Name; 
Remaining Weapon Energy 


Tip: tress the z Button 
to close the Sub-Screen. 



DIORE GRIDE 


STAGE ICICCT 


The Stage Select screen appears 
when you select either Dew Gome 
or lead Gome. To get the game 
rolling, choose the stage you’ll 
play by selecting the Stage Boss. 
Vou can select ary Stage Boss you 
haoen’t defeated. 

3 In ffle '90 man l • b, you see 
alt the Bosses. 



In ffiego man 7 - 8, you see the first four Stage Bosses, 
Beat those Bosses to see the next four Bosses. 

FIs you clear stages, more stages become auailable. 


vou can gel game hints during play 
4 'TsifflRt'* l ' by SurningfloTiHlodeOR 
in ftie Options screen (page 3], 

3 Boot the Bird or other friends 
show up when the going gets tough 
to lead you toward the right path. 

3 Other.characters will giue gou hints. Ulhile in Itaui mode, 
press itnRT/PflUfE when you see “!" on screen 




























PASIUJORDS 

Your game is saved automatically 
urhen you clear a stage or lose 
all your Hues, You also get 
a password every time you dear 
a stage. The password yets you 
hack into the game at that spot. 

(So write it down.] 

To use a password, select 
a game, and then seled 
Po//u>ofrom the game’s 
Title Screen. 

3 Use the Control Hick or Control Pod 

to move the cursor. 

3 Press the A Button to enter a character. 

3 Press 5TART/f>AU5€ to submit the Password. 

If you got it right, you'll resume the game, but you’tt 
lose temporary Items, such as extra Hues, energy 
and weapon subtanks. 

Tip: Hlega man 8 doesn't have passwords. 

(UCAPOflJ 


3 The A Button is the Fire and Charge button. 

Tap it to fire, in fRe$a titan 4 - 8 , hold it 
down to charge up your weapon, and release it to fire. 

3 You can obtain new weapons either by defeating Bosses 
and collecting their weapons or by collecting enough 
parts to make something new. When mega man changes 
weapons, he also changes color. 

3 When your weapon is charged up, it fires with a bigger 
blast and does more damage. Ittega man sparkles 
when he's using a charged-up weapon. 


COUCCTIBIC* 

Run over collectibles to pick them up. Besides the items on 
page, see what else you can find! 

3 MERCY PEUEYf - Increase ETIega man's energy level 

3 weapon CftPfUlCJ - Increase the energy leirel of 
[Ban's current special weapon. 

3 MERCY TflftKJ - Fully restore mega man’s energy 
mega man can store Energy Tanks until they’re need! 

3 KIP - Gives mega man one more life. 

3 RUSH COll - Rush turns into a springboard and catapults 
(llega man over obstacles. 

3 RUSH fflflRIAE - Rush turns into a submarine 
for undersea searches. 

3 RUTH IET - Rush becomes a jet sled for sky-high travel. 
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mcGA mnn games 


mien man it 

The Mega Alan Story 

It’s IllEGfl mnn versus the powerful leaders and fighting forces 
of monsteropolis - that strange multi-faceted land 
of robot-like Humanoids. 


Brilliant scientist Dr. light conceived the construction of fully- 
operationai human-like experimental robots to perform specific 
everyday duties. Dr. light, and his assistant Dr. Ulily, encouraged 
by their very first near-human robot - HUGH fflHFt - proceeded 
to develop six additional Humanoids, all programmed to perform 
prescribed rituals: 


3 Gutman - Designed to function as a lumberjack. Powerful 
saw-toothed scissors-like instrument protrudes from head, 
capable of gnawing through giant forest lumber. 


3 Gut/man - fi bulldozing character capable of lifting 
and transporting huge boulders. 


3 Iceman - Impervious to chilling sub-zero temperatures, 
capable of human-like performances under extreme 
climatic conditions. 


3 Rombmon - H real "‘blaster” as a heavy-duty laborer who 
uses intensely powerful explosives to clear land for Dr. light’s 


3 Fireman - [flelts and molds 
metals with flame-throwing 
torch flaring from atop 
his head. 

3 Eleeman - Dr. Light's 
electrifying creation, planned 
for conducting electrical operations 
- even supervising nuclear power plants. 

But, with the exception of IMGfl lilflil, all of Dr. light's 
near-human robot experimentation went awry. Assistant Dr. LUlty 
turned disloyal, re-programming Dr. light’s Humanoids, now bent 
on destroying opposition so Dr. Ulily can control the world 
and its resources. 

Resisting re-programming, IMGf) tiffin is chosen as the defender 
or the universe and its inhabitants. tTIC.GR IliffSl dares to single- 
handedly penetrate seven separate empires of monsteropolis, 
eliminating the leaders and followers of these sovereignties. 

Get ready for some very exciting challenges! 

mcGn mnn *: 

The Return of Ulily 

in the year 200 k, a super-robot named Rlega fltan was 
created by Dr. Light to stop the evil desires of Dr. Ulily. 
However, after his defeat, Dr. Ulily created eight 
of his own robots to counter mega Ulan.... 

* 

1 














: ^iPI fnnn 4* 

.n--• lAYitdtioA to Doom! 

ft year after the destruction 
‘ ^ mm > a mysterious message 
^ $ afr * ves at Dr - Ught f s lab... 

llLw Good evening, Dr. Light: 

(/Tj / Allow me to introduce myself 

rfvv< /■ ” 1 0m way 

W j •/- /7 ° f ftove fteord of me, f?uf .soon 

¥ %:/. / the world wifi know my name. 

'/' \ Over the years, you have been 

(£ ^}j hailed as the greatest robot 

designer in the world, while my 
"U.r robotic creations have been totally 

ignored. I cannot allow this to 
continue. The world must be made aware 
of my genius! 

From my Siberian citadel, Tve se/rf eight of my most 
powerful robots to destroy the titanium troublemaker, Mega 
Man. Once they have obliterated him , I will place his broken 
body on display for the entire world to see , Only then will l 
be allowed to take my place as the greatest robot designer 
of ail time / 

0\ • (signed) Cosracfc 


(neon mflfl 5: 

ffletol Attack 

‘‘Calling mega man! Calling mega man! Come in please! 

“mega man, we need you! Ule’re down to the wire on our 
peace-keeping project. We’oe got to get those last energy 
crystals or we can’t finish it. Dr. Wily is here now, too...yes... n 
he’s finally found his sanity. He knows where the crystals are! ' 
They're In the mining worlds, but we can't get to 'em. The 
robots are running amok and they’re destroying euerything! 

“You’ue got to get there, mega man, and get those crystals! 
You'll haue to face some pretty mean metal. Expect the worst! 

Is Rush there with you? Giue him a bolt to chew on and tell him 
it's from us. What’s that...we must be getting static...sounds like 
you said ‘Woof!’ 

“mega Wan, get to those mining worlds pronto! Grab the crystals 
and stop whoeoer's in charge! He's one lunatic guy! 

“This Is Or. Light. Ooer and out!" 










mecn mnn 5: 

Brother flgain/t Brother! 

“Cossack to mega [flan! Cossack to mega man! Come in, mega [flan! 


"Protoman has gone mild! City Hall and the spaceport haue been 
totally destroyed and the city’s power ytid is in shambles. I’ve 
neuer seen destruction on this scale before! 


“1 know you’re worried about Dr. Light, but your first duty is to 
free the city from the grip of Protoman’s robots. I can modify your 
reactor to giue the fllega Buster a tittle more power, but the rest 
is up to you. Dr. Light and I haue been working on a special 
project, but it's not finished yet. maybe if I can get It 
working, it might giue you an edge. 


BUGA mnn 6: 

The IDij/teriou/ Blr. X! 

The most talented robot 
designers from across the globe 
haue come to the first Annual 
Robot Tournament sponsored 

by the billionaire, fflr. X. Traveling from Japan, Canada and the 
United States, the designers haue brought their finest cybernetic 
creations to do battle in a series of tests to see which robot can 
claim the titie of “The (Host Powerful Robot in the World." 


“Remember to watch your back, mega Ulan. 
Protoman seems to haue become more ruthless 
than we thought possible. Good luck! 

Cossack out!” 


nothing seems strange as the contest begins, but when the top eight 
robots enter the arena for the final euent, the lights dim and the 
mgsterious fflr. ff appears.... 


"Ladies and Gentlemen...! wish to thank you all for coming to see 
the final euent of my first Annual Robot Tournament. Rs you know, 
I haue kept the final euent of the tournament a secret. This euent 
will test the strength, skill and intelligence of each of these find 
robots. In fact, it will also test the strength and skill of each one 
of you. That may seem strange, but I'm sure you will understand 
when I explain that the final test for these robots is to help me 
the world! 


excuse me and my robots as we teleport out of 
but we haue a lot of work to do. But don’t worry, 
see me again soon.... 






"Dr. Light? fire you O.K.?” tttega man shouted. 

"IHega man! Ule haoe no time," replied Dr. Light, 
"Dr, UJily is using his robots to cover 
up his escape. Von must go! follow \. v\ 
his spaceship!" '^V 

fBega man, Dr. Light / . 

and Rush looked on ■fl Lii -ATP 

in horror as Dr. Willy’s uunbLj^^ 

spaceship shot out 

of the prison, Dr. UJily 

was on the loose! W” 


meon man 7*. 

Df. Wily Behind Bor/! 

The world’s pulse raced with excitement! Everyone truly belieued 
the conniving Dr. Ulily had been stopped for good and imprisoned 
by the valiant Iflega man. Reporters jockeyed with cameramen 
for snapshots as the infamous Doctor hung his head while being 
dragged away in handcuffs. Dr. Ulily would soon be behind bars. 

Or would he? 

Dr. UJily was ready for anything. He had known his dastardly plans 
would end in failure some day, so after six months without contact 
his laboratory sprung to life, monitors whirred into action, lights 
flashed and the lab control panel booted up. in no time four hidden 
robots emerged. The robots then began a rampage in search of their 
master. UJily had done it again, nothing would get In their way! 

The world’s racing pulse turned to nervous fear as a city was 
pummeled. Wasn’t Dr. UJily in jail? UJhy;was this still happening? 
The four robots took no heed of the great robot creator Dr. Light, 
mega man found Dr. Light and the canine cyborg Rush fallen 
in the streets. 


flicGA mnn 8; 

ffleya Iflon 


IDega man, the second robot 
created by Dr. Thomas Light, was 
originally intended onty to perform 
functions in the laboratory that Dr. Light 
could not perform himself. Slowly, Dr. Light began using 
for more and more advanced robotics experiments. 


One day, mega man walked in on Dr. Light listening to an 
intercepted transmission from the evil Dr.UJily. The transmission 
exposed Dr. Ulily’s plans for world domination, mega man 
convinced the good Dr. Light to let him chase down and eliminate 
the threat of his nemesis. 


mega man’s days as a “gofer” in the lab were over! 




POWER BATTLE! 


Join up with a friend in power battles, where you both take or 
Dr, Wily's robots. Or take your chances alone. In these games you 
can control mega Itlan, Bass or Protpman. Go for itl 


To saoe your game. Insert a llinfendb GameCube" memory Card 
into memory Card Slot fl before starting play. 

With a memory Card in use: 

3 When you defeat any Boss in fitoga Hlon l - 7, your JprrieTs; 
saued automatically. ",$ r . \ 

3 In mega mao 8, you will be prompted to save at certain 
points in the game. 

To resume your saved game, make sure your memory Card (or any 
memory Card containing:a IRega man ftnnrvcr/oiy Collection 
save), is inserted Into memory Card Slot fl. Then select load 
Came- from the main menu. 

3 If you turn on the power to the llintendo GameCube" 
with the memory Card already inserted, your save game wltl 
toad automatically. 

3 There is only one IRego (Raft flftftiYee/ary Collection save 
on the memory Card, Whenever Ihe game saues, the new save 
overwrites the: preuious save [If any). 




3 If mega man 

3 When mega man is damaged, 
for a second or two. Use 
tough spots. 

3 It takes maximum strength to beat any 
Always go into battle with as much power 
as you can muster, 

3 Vou get the Boss’s weapon when you defeat him. 
figure out which Boss to take on first, second, 
and so on, so you'll haue the right weapon 
for the next battle, 

whenever you clear 
somewhere. 

Ian 8, some stages are 
longer ones allow you to saoe in 
mid-level. Be sure to do so, so it's not a tragedy 
If mega Ilian loses all his lives before you defeat 
the Boss! 
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COMING 


MegaMan Zero 
Costume 


Mr GA MAN 7M A *V CAPCO 
All fitGHTS i£SE«VEr 
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me entire classic mega man cartoon senes is now 


auauaoie m two ewciting duos! Eacn tnree-aisc uomme 
contains oust me nours of mega-actnm! 


MttiA. MAM"* tWOM l'O ITT? AXM M [ RIGHTS fHT^pCBVfO CAPCQAV 


Fma cnese ana otner rou Fitms 
duds wnereuer duds are soia or 

at LUiuuLaffiMms.com. 














Artbox Entertainment is very proud to be a 

part of the 15th Anniversary celebration of 

Iflega man with our American launch of 

mega man™ Trading Cards. This set follows 

the adventures of mega man, the boy robot. 

and his creator. Dr. Light as they battle the evil 

Dr. Hilly in his attempts to conquer the world. plus more. 

Ill ha t to col lect: 

54 Total Cards 
45 standard Cards 

9 Special Foil Chase Cards with all-neui original art by 
renowned mega man artist. Patrick Spaziantef* 

* Chase Cards randomly inserted.. 

6 Cards per pack/24 Packs per box 


Available Spring. 2004! 


CfltDtIS 


Manual; Robert Johnson and HanshOW Ink & Imager 
Marttedng: Todd Thofson, Sean Mytett, &onnle Scott 

Denoysrr, hck Symm, ;qm Bosnia, Robert Johnson, 
Nkitfi LU ; !Noms and ftsy Jimenez; Creative Sewkes: 
JeWWer DecuYllle; ?achacs Design: Miehi Marita 
and Corey Tron; PR Melinda Mongslluap, Carrie 
Aaat, A-ne Cuof end R’ida Rim; Customer Semite: 
Phiiip Mavidad. 

90-DAY LIMITED LUnURnNTV 

CRPCGM ENTERTAINMENT. INC. ("CftPCQM") lyorronts 
to the original consume- that this Nintendo 
GomeCitje Game from CAPCQM shal be Lee 
from defects in material and mar■>:Tranship tor a 
period of 90 dcys From date of purchase. ,f a defect 
covered' by this warranty occurs during th‘s 90-day 
warranty period- CAPCGM yyill replace the Game 
Disc free uf charge. 

To receive tills warranty series: 

1. Motffy rhe CflPCQM Consumer Service 

Department of the problem requiring warranty 
service by calling (408 ] 774-0400. Our 
Consume; Service Department is in operation 
from 8:30 a.m, to 5:00 p.m. Pacific F.me, 

Monday through Friday. 

2 if the CftPCOM service technician is unable to 
solve the problem bu phone, hefshe will instruct 
yau to return tne entire Game Disc to CRPCOiVt 
freight prepaid at your Quin risU of damage or 
delivery. Lite recommend sending your Game 
Disc by Certified mail. Please include yau; sales 
slip orsimi.nr praof-of-purchase within the 90 
day warranty period to: 

CAP CO, Vi 

Consumer Service Department 
47S Gob-reed Parkway 
Sunnyvale, Cfl 9408b 

Th s warranty shall not apply the Game Disc 
-as bean dqtuaged by negligence, Occident, 
unreasonable use, modification., compering ex 
by other causes unrelated to defective materials 
or wcH-nmanship. 


REPAIRS RFTER tXPlflRTION OF UJRRflflNTV 

if the Gome Disc develops a problem offer fho 90- ' 
day warranty period, you may concoct the Cft-COA', 
Consume.- Service Department at the phene numbe 1 
noted p r evious!y. If the CARCQM service technician' ■ 
is unable to solve the problem by phene, hefeha 
may instruct you to return the defective Game Disc 
to CRPCOM height prepaid at your own risk of 
carnage oi delivery, enclosing a dhe-ck or money 
ardor for t^O.CO (U.S. funds aniy) payable to 
CRPCOM. UUe rocomT,end sending youtr Game Disc- 
by certified mail. CAPCGM will replace the Gotr<e 
l>sc, subject to the conditions above. If 
replacement Gome Discs are not cvailabie, • 
tne defective product will be returned to you 
and the $20.03 payment refunded. 

LUfiRflANTY LIMITATIONS 

flNV PPpOCPiae IMPUED UJARRFiWTIES, INClb-ClNG 
UTRAftANTICS Of MCRCHfWTRBNJTY flMD fTTNESS FOR 

a FftfuicuLRft rurr-ose, are heresy UiWreD' JO 

NINETY (90) DAYS FROM THE DATE Of PURCHASE 
AND ARE- SUBJECT TC THE CONDITION S£1 fOAThl 
HEREIN. IN NO -EVENT SHALL CRPCOM BE LIABLE 
FOR tONSEQOEN 1IRL. OR i NO DENTAL DAMAGES '' 
RESULT'NO FROM, LHC BREACH -Of RW EXPRESS ; '■. ' 
OR IMPLIED WARRANTIES. 

The provisions of this warranty ate valid in the 
United States and Carado only, Some states and 
prav-nces do not allow imiLotions a,n how long on ' 
: mplisd womanty lasts or esdusioris of 
consequential or incidental damages, so the above 
limitations ar»d exclusions may not appfy to you. 
This warranty gives uou specif in. logoi rights, and , • 
you may hare othei ^ghts. which vary from state 
to state or province to province. 

ESRR RATING 

This product has been rated by the EntarbaihmWit 
Software RoUnq Socrd. For information about , 
the ESR5 rating, or to comment about the , •' •' > 
appropriateness of the rating, please contact . . 
the ESflB at 1-600-7? -3772, 









